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1 Heab padoTsI

3HaKOMCTBO ¢ mporieccoM 3kcnopra 3D-moneneit u3 3D penakropa (3Ds Max unu
Blender3D), ux umnopra B npoekt urposoro jasrxka (Unity unu Unreal Engine) u
pasMenieHus Ha JgaHamagdre. TekcTypupoBaHHE OOBEKTOB M IOCTaHOBKA
OCBEILICHHUS.

2 BoinosiHeHne padoThl

C Bepcun 2.60 Unity mo3BosasieT uMnopTupoBarb mojaenu u3 Blender B ¢opmate
.blend ¢ ogHUM orpaHudyeHrEM — TEKCTYpbl U IU(PPy3HbIE LIBETA HE HA3HAYAIOTCS
Ha MOJI€Ib aBTOMATHYECKH T10CJIe UMIIOpTa. B 3TOM ci1yyae He00X0quMO HA3HAYUTH
TEKCTYpY BpPYUHYIO, B OKHE Scene View.

2.1 IlloaAroTOBKA CIEHBI

Crapas criena 6wu1a ytepsina npu nepexojae Ha Unity 2021.2.8f1 nmonx mnatdopmy
mac, Tak 4YToO OblJa CO3JaHa HOBasg, B HWHAYCTPUAIBHOM CTHIJIE, OOJbIIE
COOTBETCTBYIOILAS TyXy UCIOJIb3yEMON MOJAEIIH.

()

Pucynox 1 - Obwuii 6uo cyenwvl uz okHa pedaxmopa



2.2 IKCIOPT MOAeIH

s sxcniopta moaenu u3 Blender, moctatouno coxpanuth ee B ¢popmare .blend

Pucynox 2 — Blender: coxpanenue npoexma

2.3 UmmopTt moaeaun

Nmnopt Mmonenu ocyiectsisieTcs: yepe3 Import New Asset ¢ ykazanuem daiina
MOJIENH:

Import New Asset...

Import Package %
Export Package...
Find References In Scene

Select Dependencies

Refresh
Reimport

Reimport All
Extract From Prefab
Update UXML Schema

Open C# Project
View in Import Activity Window

Properties...

Pucynox 3 — Hmnopm



Pucynok 4 - Pasmewenue umnopmuposanHulx Mooeiel Ha cyeHe

2.5 TekcTypupoBaHue

N3-3a CI0)KHOCTH MOJEINH, €€ TOJHOLEHHOE TEKCTYPUPOBAHNUE ObLIO OBbI CIUIIKOM
TpyAo3aTpaTHBIM. [[7si BBIMONHEHUST JaHHOW pabOThl MPUMEHSIUCH METOIbI
TEeKCTypupoBaHus cpeacTtBamu Unity 6€3 UCIOIb30BaHUS Pa3BEPTOK.

T.x. Mofienb SIBISETCS CIOKHBIM TEXHUYECKHUM YCTPOMCTBOM U OHO COOpaHO W3
MHOXECTBa KOMIIOHEHTOB, COCTOSIIIUX W3 PA3IUYHBIX MaTepuasioB (IJIACTHK,
MeETaJlJI, YIJIEIUIACTHK ), OBLIIO CO3aHO HECKOJIBKO MaTepuanoB (PucyHnok 5). 3agaua
oOneryanach TeM, 4yTo UMIOPT mojaenu B ¢opmare blend mo3BossieT coxXpaHUTH
cTpykTypy ™monenu (PucyHoxk 6) M Ha3HayaTh pa3Hble MaTepualbl pPa3HbIM
(hparMeHTaM MOJCIIH.

black CarbonFibre. CarbonFibre Detal_K_dif. dvig_diffuse greyplastic GU_Setka Plash_diffu e screeen

Pucynok 5 — Cozoannvie mamepuanvl



@ Model_v3

@ BezierCurve
@ Cube

@ Cube.001
@ Cube.002
@ Cube.004
@ Cube.005
Q) Cube.006

@ Cube.
Q@ Cube.
@ Cube.
@ Cube.
@ Cube.
@ Cube.
@ Cube.
@ Cube.
@ Cube.
@ Cube.
@ Cube.
@ Cube.
@ Cube.

@ Cube.
<

Pucynok 7 — Ilpu umnopmupoeanuu .blend COXpaHsaemcs cmpykKmypa mooeiu

[Ipumep HacTpoiiku MaTepuaia Il UMUTALMU yTIeIIacTUKa IPEJICTAaBIICH Ha
Pucynke 8:

Carbon Fibre (Material)

Shader Standard

Rendering Mode Opaque
Main Maps

©Albedo I -

© Metallic

Smoothness
Source Metallic Alpha

©Normal Map

©Height Map

©0Occlusion

© Detail Mask
Emission
Tiling
Offset
Secondary Maps

©Detail Albedo x2

©Normal Map
Tiling X 10
Offset X 0
UV Set uvo
Forward Rendering Options
Specular Highlights v
Reflections v
Advanced Options
Render Queue From Shader ¥ 2000

Enable GPU Instancing

Pucynox 8§ — Hacmpotika mamepuana



Rendering Mode: Opaque npumeHsieTcss Mg PEHACPUHra HENPO3payHbIX
¢buznyeckux ten. Albedo no3BoNSIET yCTAHOBUTH OCHOBHOM OTTEHOK MOBEPXHOCTH,
nub0 TMPUMEHUTH MOATOTOBIEHHYIO TekcTypy. Ilapamerpom Metallic 3anaercs
OTpaxkarolas CnocoOHOCTh OBEPXHOCTH, a YEPE3 Smoothness — ee rIaKoCTh.

B kauecTtBe KapThl HOpMaNH (KCIOJNB3YETCS AJII HAHECEHHs] HEPOBHOCTEH depes
bump mapping) WCNONB30Bajach TEKCTypa, MOATOTOBJIECHHAs CIIELHAAIbHBIM
obpasoMm. Kapra BBICOT, OKKIIIO3USI M JETallbHas MackKa HE HCIOJIb30BAJIKCH.
Tiling 3amaet MaciuTad HaKIaAbIBAEMON TEKCTYPBHI.

Pucynok 9 — Henonvzosannas mekcmypa yeneniacmuxa

Pucynox 10 — Kapma Hopmanu 01 umMumayuu uepuiagoti n0GepxXHOCmu



2.5 OcBelienue

J171s1 ocBeleHrs UCTI0JIb30BaJIOCh 5 UICTOUHHUKOB CBeTa: OAuH Directional Light nns
co3JlaHusl ro0abHOTO ocBeleHus u 4 Spotlight.

& v Light
Type Spot
Range 10.00001

Spot Angle

Color

Mode Realtime
Intensity 1
Indirect Multiplier 1

A Realtime indirect bounce shadowing is not supported for Spot and Point
lights.

Shadow Type Soft Shadows
Realtime Shadows
Strength
Resolution Very High Resolution
Bias
Normal Bias

Near Plane

Pucynox 12 — Ilapamempur oceewjenus



BoIBOABI

brun m3ydensl MmeToasl 3kcniopra 3D-moneneit u3 3D pemakropa, UX UMIIOPTA B
MPOEKT MTPOBOrO JABWIKKA M pa3MelieHus Ha jaHamadre. Tak ke oTpabOTaHbI
MIPUEMBI TEKCTYPUPOBAHUS OOBEKTOB U MOCTAHOBKU OCBEILICHHUSI.

BuneonemoncTpanus qoctynHa no cebiike: https://youtu.be/8qCpfgXBigY




